•A- 


B 


■c- 


Z 


3 


H 


S' 


Co 


7 


8 


10 


II 


U 


13 


li 


IB 


/4 


B 


10 


II 


Zl 


33 


D — 


•£- 


■F- 


PLAYBOARD ILLUMINATION LIGHTS (14) 



*c 


WH-6R 


if- 


HH-BL top rouover U6HT 


LEFT IOX TARGET VALUE WHEN LIT LIGHT 


RIGHT SIDE ROLLOVER LIGHT 

LEFT RETURN ROLLOVER LIGHT 


,1/7: 


X RELAY" DISC 


,»l LEFT DROP TARGET LIGHTS 


>_L 


-j-r v;-—— 

_OR-WH_77_/7T\* 2 




_br-wh _^47*7 w 





_sRtwh_ _ _/47* 4 

i 





SL^WH 






• nn -■ ....... 

. W 

i 




r v v 11 —.... 1 

i 





i 



i ' 

>—f- 

-< 

■-:-—-^7_ 


SPECIAL" LIGHTS 





(i p*' ^ 


(t 


40 4 * 5 s 


IN PLAY" 


.1ST.PLAYER COIN LIGHT 



WH-REO 


io ahp fuse 

- 


"RELAYS* 


IHOEX 

NO. 

COIL NO. 

TYPE 

CONTACTS 

USE 

3E 

A 

A-9740 

AG. 

5C 

ALTERNATING RELAY 

2E 

B 

A-9735 

AG. 

5A 

RIGHT & LEFT POP BUMPER RELAY 

2E 

C 

A-9735 

AG. 

3A 

CENTER POP BUMPER RELAY 

4E 

D 

A-9735 

AG. 

3A 

50 POINT RELAY 

5E 

E 

A-9735 

AG 

4A, IB 

500 POINT * AOO BONUS UNIT RELAY 

16E 

F 

A-489 

AS. 

2 OISC 

00-90 UNIT RELAY 

5E 

G 

A-9735 

A6. 

2A,2C 

IOX TARGET VALUE t AOO BONUS UNIT RELAY 

15E 

H 

A-9738 

AG. 

IA,IB, 1C 

TILT HOLD RELAY 

7E 

I 

A-489 

AS. 

IA,2 OISC 

ADVANCE UNIT RELAY 

21E 

J 

A-9735 

AG. 

4A 

ball kicker relay 

9E 

L 

A-9735 

46. 

5A 

1000 POINT RELAY 

8E 

M 

A-9735 

AG. 

5A 

100 POINT RELAY 

7E 

N 

A-9735 

AG. 

5A 

10 POINT RELAY 

21E 

0 

A-9735 

A6. 

6A 

OUTHOLE RELAY 

21E 

P 

A-9735 

A6. 

3A,IB, 1C 

AOO PLAYER tfNff RfLAY 

22E 

Q 

A-9735 

A6. 

4A. IB 

BONUS SCORE RELAY 

23E 

R 

A-9738 

A6. 

IA,IB,1C 

HOLD RELAY 

22E 

S 

A-9740 

A6. 

5A 

START RELAY 

15E 

T 

A-974? 

A6. 

IB 

TILT RELAY 

21E 

U 

A-9735 

A6. 

4A 

CONTROL BANK RESET RELAY 

22E 

V 

A-9740 

A6. 

2A 

REPLAY BUTTON RELAY 

22E 

W 

A-9740 

A6. 

3A, 26 

2ND.CHUTE RELAY 

19E 

Z1 

A-9735 

A6. 

8A. IB 

1ST.2 2N0-PLAYER RESET RELAY 

19E 

12 

A-9735 

A6. 

BA, IB 

3rd. s ath.player reset relay 

3E 

AX 

A-439 


2A 

gall kicker gate relay 

3E 

BX 

A—489 


2A 

Ball SHOOTER GATE RELAY 

3E 

CX 

A-9740 

A6. 

2A 

OOUBLE bonus relay 


"CONTROL BANK" 




INOEX 

NO. 

COIL NO. 

CONTACTS USE 


20E 

LB 

A-l118 

2A, IB 

OOU0LE SONUS RELAY 

18E 

PB2 

A-11 18 

34. 1 R 

2N0.PLAYER RELAY 

18E 

PB3 

A-III8 

3A, 16 

3RD.PLAYER RELAY 

18E 

PB4 

A-l118 

2A,28 

4TH.PLAYER RELAY 

15E 

ZB 

A-l116 

2A, IB, 

IC 1ST.BALL RELAY 

14E 

CO 

A-l110 

2A> 38, 

IC 6AMF 

OVFR RFLAY 

19E 

XB 

A-l118 

5A, IB 

LAST 

BALL RELAY 

18E 

SB1 

A -1118 

2A,10, 

IC RESET 

CONTROL RELAY 


SB2 

HO COIL 

2 A, 2B 

RESET 

CONTROL SWITCHES 


"OTHER COILS USED" 


INOEX 

COIL NO. 

DESCRIPTION 

18 

A-5I4I 

FLIPPER COILS 

IE 

A-5194 

KICKING RUBBER COILS 

28 

A-4893 

POP BUMPER COILS 

26 

A-5195 

CHIME COIL 

l 38 

A-1496 

ADO REPLAY UNIT COIL 

198 

A-5194 

SUBTRACT REPLAY UNIT COIL 

16-188 

A—9154 

SCORING UNIT COILS 

I9E 

A-1496 

AOO BONUS UNIT COIL 

198 

A-5194 

SUBTRACT BONUS UNIT COIL 

196 

A-4893 

BALL KICKER COIL 

196 

A-1496 

BALL RETURN COIL 

2IE 

A-1496 

PLAYER UNIT COIL 

226 

A-7677 

COIN LOCKOUT COIL 

231 

A-5196 

TARGET BANK RESET COILS 

231 

A-l5555 

CONTROL BANK RESET COIL 

198 

A-5194 

KNOCKER COIL 


•WORD A BBREVIA TIONS 

R. O. “ ROLLOVER 
POS. *- POSITION 
SW. * SWITCH 
SUBT = SUBTRACT 
ADJ. * ADJUSTABLE 
SPEC. » SPECIAL 
SEO. = SEQUENCE 

"COLOR CODE ABBREVIATIONS" 


BL- BLUE 
BR - BROWN 
8LK = BLACK 
GR - GREEN 
OR -= ORANGE 


SL = SLATE 
YEL = YELLOW 
WH ~ WHITE 
MAR ~ MAROON 
PUR =PURPLE 


EXAMPLE. 

BL-WH =BLUE WITH A WHITE TRACER. 
BL a WH = BLUE AND WHITE MOTTLED. 


MOTOR SWITCH POSITIONS 






o o s o n L c 
-\ __ ~ 


POSITION 

A 

B 

c 

D 

E 

” 1 


- . . . 

2A 

IA,5B 
"S* POS. 

2 A 


'2 

_ 


4A,!R 

*s." pos., 



«3 

_ 

2A 

2A 

“S* POS. 

IB 


l: 3 L 






4 

| 2A 

l*s* pos. 

2A, IB 

3A, IB 

"S" POS. 

_ 



MOTOR IA 
IB 
1C 
10 

MOTOR 2B 
2C 

MOTOR 3B 
3C 
30 

MOTOR 4A 
4B 
4C 


MOTOR SEQUENCE CHART 
15 30 45 60 75 90 105 120 DEGREES 


NOTE: 

CIRCUIT IS SHOWN WITH MACHINE RESET, REA0Y FOR 1ST. 
PLAYER TO SHOOT 1ST.BALL AND LINE CORO UNPLUGGED. 

0UE TO CIRCUMSTANCES 8EY0N0 OUR CONTROL IT MAY BE 
NECESSARY TO SUBSTITUTE WIRES OF DIFFERENT COLORS. 


I I 5-230 VOLT ADJ. 





6 



v i\ 



V f 




ZJA 


RHM-10-1-74-365 


JT 


GR-YEL 


6V 


r 

5 


-H 


I 


ON LEFT "FLIPPER* 




LEFT "KICKING RUBBER" 


RIGHT "KICKING RUBBER" 


ir— ttKjVUTk- 


& 


LEFT "FLIPPER" 


OR-RED 


LEFT "FLIPPER" BUTTON SW. 




1 R 


RIGHT "FLIPPER" 


-ft 


ON RIGHT "FLIPPER" 


BL-REO 


.RIGHT "FLIPPER" BUTTON SW. 


7 


.LEFT "KICKING RUBBER" SW. 


LEFT "KICKING RUBBER" SW. 


, RIGHT "KICKING RUBBER" SW. 


. RIGHT "KICKING RUBBER" SW. 


. LEFT "POP BUMBER" SW. 


7 


OR-WH-REQ 


RIGHT "POP BUMBER" SW. 


ON LEFT "POP BUMBER" 


-ft- 


-^OWV 


LEFT "POP BUMPER" 




8R-WH-RE0 


7 ; 


ON RIGHT "POP BUMBER" 


CENTER "POP BUMBER" SW. 


SL 


44 


ON CENTER "POP BUMBER" 


CENTER "POP BUMPER" 
- 


RIGHT "POP BUMPER" 

+Mmj >— 


BLMjFP 


BR+RED 


OR+REO 


HUNOREOS" CHI HE 


"TENS' CHIHE 


BL-BLK 


OR-BLK 






CX 




"THOuSANQS" CHIME 
—— 


BR-BLK 


BL 


ON BALL KICKER 


LEFT SIDE ROLLOVER 


^ OR 

—. i- 

_ 

or+hh 

—if- 

( y Runway switch 


-r 


11 ri- 




40 


RIGHT SIOE ROLLOVER 


SL 


.#l-#5 SEQUENCE SN. 


-ftR+WH P 


X - 


3-5 BALL ADJ. 


OR+WH 


#6-*10 SEQUENCE SW. 


blk-yel 






YEL+8L 




40 


YEL 


40 


#2 TOP ROLLOVER 


.BOTTOM 0UTSI0E ROLLOVER 


.BOTTOM 0UTSI0E ROLLOVER 




,#l TOP ROLLOVER 


40 


"I RELAY" OISC 


4f 


MOTOR 1C 


WH-BR 




8L-BLK 


OR-BLK 


BR-BLK 


SR-BLK 




YE ^ 6R 




wh-bi 


Tf 


l_ - _- l 

ON A 00 1ST."TENS" 


RIGHT TARGET 


.RIGHT SIOE ROLLOVER 


LEFT RETURN ROLLOVER 


#3 TOP ROLLOVER 


. LEFT TARGET 


, LEFT SIOE ROLLOVER 


RIGHT RETURN ROLLOVER 


»\ LEFT "DROP TARGET" SWITCHES 


#2 


-I f 


#6 RISHT "DROP TAR6ET" SWITCHES 


Hlh 


, 4»8 


4f 


ON. ADO 2N0."TENS" 




ON ADD 4TH."TENS" 


: KICKING RUB8ER SW'S. 


Sr 


10 POINT CONTACTS 


4f 


> 


||9TH.POS.2N0.“TENS" 

BL+WH 

—ii— 

|L°1 

ADD 

2ND."TENS" 

) |--- 

,,9TH.POS.3R0."TENS" 

GR+WH 

1 1 

ilM. 

ADD 

3RD."TENS" 


GR-WH-RED 


8R+WH 


9TH. POS. 1ST. "TENS" 


ROLLOVER BUTTON 


OR+WH 


, ON ADD 1ST."TENS" 


9TH. POS. 4TH. "TENS" 


■ ON ADD 4TH."TENS" 


WH-OR ,, 0N m 1ST."HUNOREOS" YEL —BL 

■” in - 


% 


ON ADD 4TH."HUNDREDS" 


YEL-BL 


77 


vel-bl 


-Hi 




GR+WH 


-if 


3* 


WH-BL 


ZERO POS."BONUS" UNIT 


SL+WH 


OR-GR 




CX 


OR+GR 


MOTOR 3C 


SL-GR 


-ft 


ON ADD 3RD."TENS" 


40 


ON ADD 3RD."HUNOREOS" 


6 


7 


,9TH.P0S 1ST."HUNDREDS" 


QR + HH 


, 9TH.P0S 2ND."HUNDREDS" 


BL+HH 


.9TH.P0S 3RD."HUNDREDS" 


, 9TH.P0S 4TH."HUNDREDS" 


, ON ADD 1ST."HUNDREDS" 

H!“- 

ON ADO 2ND."HUNDREDS" 

( ^ON ADO 3R0."HUNDREDS" 


WH-BR 


it 


ON ADD 1ST."HUNDREDS" 


YFI +fift 


7f 


ON ADD 2ND."THOUSANDS" 


BR+WH , O N AOO 4TH. "HUNDREDS " | 


WH-BR 


7f 


ON ADD 4TH."THOUSANDS* 




"SPECIAL" FREQUENCY ADJ. 

7 


\ 


bl-blk 


/ • 


-0 8 0- 


YEL 


60TT0H OUTSIDE ROLLOVER 


7 


OR-BLK 


BR-BLK 


15 


-SR-GLK 


u —j 

ST.PLAYER "THOUSANDS' UNIT 


O.cO 

- 0,20 

-Oi;0 


7 


8OTT0M OUTSIDE ROLLOVER 


MOTOR 1A 


-ft 


ON ADO 3R0."THOUSANDS" 


MOTOR 1C 


POINT 

SCORE 


3 4 


I 1ST.PLAYER 
) "TEN THOUSMDS* 
j_UNIT 

i 


ADD "REPLAY" UNIT v ., , I5TH.P0S.SW. 

<—<0 0000 » •-iti±sL_4fl- 

("REPLAY") 


ADD 1ST."TENS" UNIT 



r 


e 9 ; 
- ?- -?-i 


i r*Ln 

1 I o 


2ND.PLAYER "THOUSANDS" UNIT 


40 


PIE 


HAR-6R 


, P?E 




BL 

OR 


BR 


6R 


SL 


IfL 


BL-NH 


OR-WH 


BR-WH 


6R-W 


|f 


5 6 7 8 9 

9 9 9 


u c 

2 3 


O 

7 


o 


, P3E 


- I 
<7 2 

O 3 
O 4 
O 5 


-06 
“9 7 
■O 8 


-09 


3RD.PLAYER 

"THOUSANDS" 

UNIT 


n 


4TH. PLAYER "THOUSANDS" UNIT 


MAR+YEL 


P4E 


10 


j t ° ; 

I 2 O- 


I 


3 O- 


4 0- 


5 O- 


6 O- 


7 O- 


80- 


9 O- 


01-GR 


—El 


BL+BLK 


.PR'HK 


BR'BLK 


gr*blk 


SL'Slk 


JiL±6jJL 


NAR 


AAR-NH 


6 6 6 6 6 6 6 

3 4 5 6 7 8 9 I 


SI 


2ND. PLAYER "TEN THOUSANDS" UNIT 



3^7 


O I 
-02 
O 3 
■0 4 


-O 5 


06 


07 


O 8 


-O 9 


8 9 1 


3M-flA_YE_R "TE_W_ THOySAJti" JJNI T_ 


j 

4TH.PLAYER I 
"TEN THOUSANDS"! 
UNIT 


SL.+&B— 


SL+WH 


BR+BLK 


MOTOR 2C 


■Vh 


OR+BLK 


CHUTE ADJ. j 


MOTOR 4C 


-ft- 


BL+BLK 




MOTOR 4B 


RED-BLK 


OR+WH 




2N0.PLAYER "TENS" UNIT 


1ST.PLAYER "TENS" UNIT 


BL+WH 


^ ■■^aS.-WH- R ED |, PB * 

MOTOR 16 


I "f RELAY" DISC 
I ("00-90" UNIT) 


v 





r ' 

_' 

[- -i 

- -i 

) 

(-} L . 

. BL ....... 

-- 


i 





) 












OR 












BR 













GR 



1 










SL 















YEL 















BL-WH 

















OR-WH 


















BR-WH 



















GR-WH 









4' i- 





-- 



-- 

- 

. "i r ~ 

— 

-- 

- 

-- 

— 

— 

— 


' “1 


C 


0 I 


3R0.PLAYER "TENS" UNIT 




4TH.PLAYER "TENS" UNIT 


| M010R 10 YEL-BL-RED | | PB4 4 


, MOTOR 2C 


QB 

rSOTfflrv- 


SL-WH-RED . PB3 




MOTOR 3C 


, oe 


OR-W H-REO 


TILT SWITCHtS 


BR-WH-KEO 




_ze 

-^75WV- 


, 78 


rr±- 


RED-YEL 


YEL+GR 


1ST."TENS" RUNOUT 


43 


7 


REO-WH 


BL-RED 


6L+RE0 


PID 


2ND."TENS" RUNOUT 


ADO 2ND."TEN 

SSSLOM* 


TENS" UNIT 


GR-RED 


3R0."TENS* RUNOUT 


AOO 3RD."TENS" UNIT 

sstmsip - 


BL-BLK 


bublk 


22 


P30 


4TH.-TENS" RUNOUT 


ADu 4TH.-TENS" UNIT 


GR-6LK 


GR+BLK 


P40 


AOO 1ST."HUNDREDS" UNIT 


9r 


OR-RED 


I ST. "HUNDREDS" RUNOUT 


P)C 


2N0. "HUNOREOS" RUNOUT 


AOO 2ND."HUNI 


UNDREDS" UNIT 


SL-REO 


SL+RED 


, P2C 


, 3R0."HUNOREOS" RUNOUT 




ADO 3R0."HUNDREDS" UNIT 


OR-BLK 


t P3C 


ADO 4TM."HUNOREOS" UNIT 

*sismsLp - 


4TH."HUNDREDS" RUNOUT 


SL+BLK 


PAC 


» •- v’L ■. 


1ST ."THOUSA NDS" RUNOUT 


AOO 1ST ."THOUSANDS'* UNI T 

- 


BK-RhD 


w+m, 


PIB 


2ND."THOUSANDS" RUNOUT 


ADC 2ND."THOUSANDS" UNIT 

ssmooj* - 


YEL-REO 


. 3RD. "THOUSANDS" RUNOUT 


, ,22 


ADD 3RD."THOUSANDS" UNIT 
- 


BR-BLK 


, P3B 


4TH."THOUSANDS" RUNOUT 


22 


ADD 4TH."THOUSANDS" UNIT 


P4B 


, 1ST."TEN THOUSANDS" RUN OUT 


ADO 1ST."TEN THOUSANDS" UNI’ 


BL - y E L 


GR-yel 


. 9TH.POS.1ST."THOUSANDS" UNIT 


RED-TEL 


. 2ND."TEN THOUSANDS" RUN OUT 


ADD 2ND."TEN THOUSANDS" UNIT 

*sms&p - 


WH-BLK 


I 9TH.POS.2ND."THOUSANDS" UNIT 


P2A 


3RD."TEN THOUSANDS” RUNOUT 


OR-BL 


Z 2 


ADO 3RD."TEN THOUSANDS" UNIT 
- 


ADO 4IH."TEN THOUSANDS” UNIT 


WH-RED 


. 9TH.POS.3RD."THOUSANDS" UNIT 


BLK+PED 


SL-VEL 


SB1 


TOTAL PLAY METER 


7 


,4 TH . "TEN THOUSANDS" RUNOUT 


OP+BL 


22 


9TH.POS.4TH."THOUSANDS" UNIT 


P4A 


WH-RED 


Sl-YEL 


PB3 


^07 




<r-<imw± 


PB2 

hTWMV 






MOTOR 3B MAR 


PB2 


MOTOR 2C 


SUBTRACT "REPLAY" UNIT 

'Kssmap - 


-«kv 


PB3 


SL-BLK 


MOTOR iO 


WH-SL 


.ZERO POS.“REPLAY* UNIT 


SUBTRACT "BONUS" UNIT 

- 


Y EL-RE D 


KNOCKER 


Hh 


MOTOR 4C 


REO-BLK 


RED 


R s* 

i ' 

H I— 


12 


io 


QB 


S BI r? 


H 


MOTOR 4A 


MOTOR (A 


MAR+YEL 


-ft- 


AOO "REPLAY* UNIT 


YEL+REO 


MOTOR SERVICE JACK 


: sb* 


~L 


MOTOR 1C 


BR-WH 


ADO "BONUS" UNIT 




-KMQMP- 
ball kicker 


SL-REO 


7 


GR+fiEn 


GR-RED 




„L B 


Ball return pb ocni o 


-<WW 'f- 


470 OHM 2 WATT 


r~* 
- 020 


470 OHM 2 WATT 

\9 - 


"PLAYER" UNIT 1 


Jl±RLQ 




KOTOR AC 


-f-O 

c/ 


SL+BLK 


■ / _3-5 JBALL JO J_^ | 
S L- WH 


"PLAYER" 

UNIT 


P2G 


19 I 8 *7 16 I I 10 9 6 

OOQOOQQQ 


'J: 


KOTOR IA 


■ !— 


OR 


YEL+BL 


P3G 


P4G 


MOTOR 2C 


| ! hotor MAR-OR 'i j 


BR+RED 


WH-GR 


PB2 


2B 


WH-BR 


47- 


WH-QR 


WH-BL 


XB 


40 


10'S 


$ L-*-WH 


100'S 


1000'S 


10'000'S 


JO'S,, 


lOO'S 


1000’S 


10.000'S 


- 

/-/-- 

-“- 

/-*.. 

—M-- 



2ND.PLAYER RESET SWITCHES 

RL-WH-RED 

1ST.PLAYER RESET SWITCHES 

. uiL 



ADO "PLAYER* UHIT ^ ^0’S SL ^ H y£l , Bl 


-iiw- 


4TH.PLAYER RESET SWITCHES 


1000'S*, ,p 10,000'S 

-ft -- 


WH-SC 


IS WH i v i00 ' S Sl-WH-RED , y IOOO ’ S 




Vh 


Sl-WH-REO 


3RD.PL4YER RESET SWITCHES 


■if: 


I0.000'S 


.22 


"H-sl 


i h 

rii 


J P5* 




77 


MAR+YEL 


MOTOR 2C 


IELzBL 




7 : 


BALL KICKER SWITCH 




GR 


TROUGH SWITCH 


R!WV 


QB 


MAR+YEL 


BALL RETURN SWITCH 




BR 


^'3 ZERO POS. "BONUS* UNIT 


WH-SL 


MOTOR 1C 


40 




blk-yel 


PB4 




BL-WH 


40 


BR-WH 


ZERO POS."REPLAY" UtflT 


ZB 


;1ST.COIN CHUTE ADJ. 1 
!I COIN I PLAY ! 


40 


BR 


REPLAY BUTTON 


SB2 


*\ COIN CHUTE SW. 




GR 


COIN LOCKOUT 

MWV 


7 


i2ND.CHUTE ADJ 




#2 COIN CHUTE SW. 


GR-BLK 


,SB2 


40 


-ft 


MOTOR 1C 


<hK0 


,MOTOR 28 


SL 




SL + BLK 


0^ 


LIGHTBOX TILT SWITCH 


YEL+BLK 


7 


if- 


4NTI-CHEAT SWITCH 


25V 




RED 


B-61 93 TKAWSFORHER I 15V 
B-8091 TWWSFORHER 230V 


_ 15 AMP FUSE 

-*\P - 


REQ-GR 


COPYRIGHT ©0.GOTTLIEB S CO.1974 
ALL RIGHTS RESERVE!) 





MOTOR 4C 




i i 

MOTOR IB 

OR 


RED 

r lV1 ON-OFF SWITCH 

BLK, 


4) 




BOUWCE SWITCH 


/6 


n 


n 


10 


II 


2Z 


COHVEWIEHCE CUTLET 


2 AHP SLO-BLO FUSE 




^^*HP SLO-BLO FUSE 




OR 


I AHP SLO-BLO FUSE 


G-10 TARGET BAHK RESET 
-- 


1-5 TARGET BAHK RESET 

- 


BR 


5 AMP SLO-BLO FUSE 


COHTROL BAWK RESET 

-' - 


GR-YEL 


165 W. LAKE ST. 
NORTHLAKE. ILL. 60164 


_L 


GR-YEL 


■A— 


-B- 


-c 


-D- 


-£ 


■H- 


0 

LINE CORO 
POWER CONSUMEO 
132 WATTS 

- T — 
















































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































